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BEAUTY IS ONLY SKIN DEEP, 
BUT SPACE COES ON FOREVER. 


s is the bumper sticker I slapped on 
the captain, so who says I can’t mak 
ellow merchants? Besides, it’s true, 
vastness of space, there’s plenty of 
room for genuine ugliness. I run into lots 
of aliens —spineless blobs like the 
Spemin, bizarro mystic broccoli like the 
Tandelou— that make me shudder and 
reach for the nearest can of industrial- 
strength pesticide. 
So why do I do it? So I can cop an 
intellectual toaster and slice and dice 
some phantom in the nebula? Do I give a 
flying fungus? 

I guess I really do. The planet Arth needs 
' lel and technology to withstand a Spemin 
blob-literation. So rather than vegetate 
before the T.V., I talk to vegetables in 
space and trade with bug-eyed aliens 


fuel 




BOLDLY GO WHERE 
NO SALESMAN 
HAS GONE BEFORE. 

Trade with aliens for fun and profit. 


loes on forever" bumper sticker, send $1.00 am 
lid Berry to Electronic Arts. Attn: Nid Berry Cle 
820 Gateway Or, San Mateo, CA 94404. 


that resemble the hairy mold growing in the shower. And 
I remind myself: Life is no beauty pageant. 

Star-flight'" 2 combines the complexity 
and humor of the smash hit Star-flight 
with new features, aliens, plots and 
locations. Talk and trade with 29 new 
w alien species, each with individual 
cultures and personalities. Explore over 
500 worlds in search of new weapons 
and technology: Blasto Pods, System 
Scanners, Psychic Probes, Mineral 
□rones, and more. 

No original Star-flight™ experience 
necessary. Includes security decoder and 
authentic Humna Humna map device. 

“The world of Starflight 2 is one of the 
most colorful worlds ever crammed into 
a computer... It's a great sequel to a 
great game." — Computer Gaming World 


FACES ONLY A MOTHER 
COULD LOVE. 

Secrets only an a 




ELECTRONIC ARTS® 


WHERE DOES THIS 
“HOLE IN SPACE" LEAD? 

To oblivion? Or to the heart of the 
Spemin mystery? 


Canada, 800-245-4525, Mon-Fri, 8am-5pm 
Pacific Time. Screen shots represent IBM version 
IBM is a registered trademark of International 
Business Machines Corporation. 






















Vare to discover 
Drakkhen —the premier title in the 
Draconian line and the first role playing 
game that combines FRF themes with the 
most advanced technical wizardry ever! 

You have been chosen to lead a hand¬ 
picked band of fonr brave adventurers on 
a treacherous journey. Your quest: to re¬ 
claim the mystical jewels from the eight 
dragon princes, resurrect the great 
dragon and restore the primeval realm— 
the source of all magic in the universe. 

Never before has there been an ad¬ 
venture as vibrant with features as real 

X~ Three-dimensional graphics present a 
fantasy world in which you truly feel 


S "Real-time” environment renders life¬ 
like animation with independent 
character interaction. 

X~ More than 150 unique monsters, ogres 
and dragons with over 200 on-screen 
magical spells. 

X' Personalized characters to match your 
own adventure style—be you scout, 
priest, magician or warrior! 
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Taking a Peek 


550 South Winchester Blvd. #200 
San Jose, CA 95128 
JACK NICKLAGS’ UNLIMITED GOLF & 
COURSE DESIGN: Here's a chance for 
players to put(t) their creative energies 
into their favorite sport. This product, the 
latest in the Jack Nicklaus line, gives 
players all the sand, rough, and green 
they need to build a course from the 
divot up. Players control green contours, 
wind direction, background scenery—in 
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Unlimited Golf & Course Design 



PGA Tour Golf 


short, everything one needs to "build" 
their favorite clubbing grounds. Com¬ 
patible with all of the Jack Nicklaus 
products. IBM ($59.95) Circle Service #1. 

Capstone 

14160 S.W. 139th Court 
Miami, FL 33186 

BILL & TED’S EXCELLENT ADVEN¬ 
TURE: Like, if you caught the feature 
film (totally triumphant!) then you have 
no doubt as to the ultimate coolness of 
Bill and Ted, time travellers and excellent 
dudes extraordinaire. In this action/adven- 

throughout history. They’ll meet Marie An¬ 
toinette (the cake chick), Abe Lincoln 
(the pres), and Socrates (pronounced So 
Crates) as they weave through time in 
their travelling phone booth. The 
graphics are most excellent but the 
game is little more than a loosely strung 
group of rather mediocre action sequen¬ 
ces (bummer). In a word—Bogus! IBM 
($39.95). Circle Reader Service #2. 



Bill & Ted's Excellent Adventure 



Treasure Trap 


Electronic Arts 

P.O. Box 7578 
San Mateo, CA 94403 

FLOOD: In this arcade style game, our 
hero, Quiffy, has got a dirty job to do. 

This slightly overweight green "blobbie” 
(it's an English game) has got to eat all 
the trash left in the flooding underground 
of an ancient civilization. Of course, there 
are such vicious Quiffy-eating life forms 
as Psycho Teddies, Bulbous-Headed 
Vongs and Vacuous Gombos. Designed 
by Peter Molyneux ("Populous"), this cute 
action game offers plenty of arcade ad¬ 
venture for the buck (or the pound, in 
this case) if you don’t mind games which 
are essentially rehashes of previous ef¬ 
forts. Atari ST, Amiga ($39.95). Circle 
Reader Service #3. 

IMPERIGM: Romans in space? Sure, 
with "Imperium" the player must manage 

detail (although they may be computer- 
managed). This is one space strategy 

(Continued on page 76) 
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DESKTOP 

STUFFING. 


Konaffii | 
is cooking 

a hot com¬ 
puter game 
that gives 
you complete control of world 
championship caliber basketball, 
featuring Chicago, New York, 
Boston and LA. 

From the opening tip, it's 5 on 5, 
full court, board crashing action, 
highlighted by blocks steals picks 
foul shots,: 3 

and 3 kinds of 
slams—the 
I Gorilla, the 
Rim Rockin' 
Reverse 





Two can play at thi: 
oryou can challenge the c 
Either way, it'll take all the 


KONAMi 







Review 


Storm Across Europe 

by M. Evan Brooks 




S torm Across Europe (hereinafter SAE) is a strategic simula¬ 
tion of the World War II struggle to defeat Nazi Germany 
(1939-1945). The scope of the product covers the ETO 
(European Theater of Operations), Africa, and the Russian Front— 
all in a game that can be played in a single (if somewhat 
prolonged) sitting. 

Initially published in 1989 for the C-64/128, SAE took over a 
year to reach the 16-bit market. Reviewing it at this time—after 
the release of the 16-bit versions— emphasizes even more the 
dominance of the higher-end machines and the gaming market 
in 1990, i.e., "until it’s out for Big Blue, it ain't through!" 

A solitaire player can only play Germany, while a second or 
third player can portray the Allies and the Soviet Onion. Thus, 
only a multi-player game will give one the option of learning the 

Although the simulation comes with multiple scenarios, SAE al¬ 
lows one to expand even further and in effect redraft the starting 
positions or year for the Crusade in Europe. For example, you 
could give the Germans the A-bomb in 1939—or better and more 
paratroopers—or an expanded Navy. 



Fishing Off The "Doc" 

The documentation is generally adequate, but not always help¬ 
ful. It is far better than that found in Second Front in that it 
reads smoothly and appears to cover major areas, but significant 
weaknesses appear once one settles down to play the product. 
Naval movement (particularly amphibious invasions and troop 
transport) could well use a tutorial similar to that provided for the 
land aspect. Similarly, paratroop operations could have 
benefitted from a more detailed coverage. Only actual play will 
reveal the nuances of optimal play. 

Does Not Contain Explicit Graphics 

The graphics are standard 8-bit graphics—adequate if unspec¬ 
tacular. Icons of armies, tanks, airplanes, etc. are used in lieu of 
military symbology. The map utilizes area movement as opposed 
to a hex grid. Overall, graphics are acceptable, since the main 
strength of SAE is its strategic gestalt. 

European Games (Game Play) 

Mouse: For the first time, SSI has introduced a mouse in one 
of its IBM wargames. The mouse implementation suffers some¬ 
what from its use as a replacement for the 8-bit joystick and cer¬ 
tain idiosyncrasies in centering it over some regions, thereby be¬ 
coming more of a cross between Mickey and the Norwegian 
brown rat. Changing game phases, reinforcements and strength 

efficient than the mouse (and faster), yet this reviewer was still 
appreciative of the mouse availability. 

Game Phases: The sequence of play is German, Allied, Rus¬ 
sian, with each side going through certain actions (Reinforcement- 

(Contlnued on page 38) 































Pre-20th Century Survey 


Computer Strategy and 
Wargames: Pre-20th Century 


An Annotated Paiktography ("Game"ography) 

by M. Evan Brooks 


R ichard Berg, noted paper wargame 
designer, enunciated the "3-N 
Theory" of game design. He postu¬ 
lated that only the inclusion of Nukes, 
Nazis or NATO could possibly make a 
commercially successful wargame, and 

the more successful the game. (His 
thesis was first stated after a somewhat 
lukewarm consumer response to his 
design on the Crusades.) [Editor's note: 
a paper wargame is actually coming out 
with the title of Nukes, Nazis and 
NATO, presumably to seize upon this 
marketing "reality”.] With regard to pre- 
20th century warfare, noted computer 
wargame designer Ed Bever has added 
the "Bever Corollary", in which subject 
matter of pre-20th century computer war- 

Civil War, Napoleon and, occasionally, a 
dash of Roman Empire. 


Much of this seems true, and wargames 
other than World War II and modern do 
not constitute a vast percentage of the 
market. However, there have been 
numerous releases, and it is the purpose 
of this review to cursorily cover each and 
every one of them. Some periods have 
been completely neglected by game 
designers, e.g. the Thirty Years War 
(1618-1648), Egyptian chariot warfare, 
etc. This does not necessarily mean that 
such games would be fascinating enter¬ 
tainment products, but it does reveal the 
prejudices and interests of the 
marketplace. 

Machine Use: Once again, the MS-DOS 
type machines clearly dominate the 
market. With a 69% coverage of all pre¬ 
twentieth century wargames ever 
released, MS-DOS is in a category by it¬ 
self. The 8-bit machines mn a distant 
second (Atari, 32%; Apple II, 33%; C-64, 
36%), but it is even more noticeable that 
such coverage is limited to older 
releases, no longer in print. No future 
releases can be anticipated for the 8-bit 
machines, and unless one wishes to 
covet an ever decreasing market, the 


wise buyer would take heed. The Amiga 
and ST each garner 23%, the Mac 10%, 
and the II-GS 4%. 

is applicable to computer gaming across 
the board. No matter the merits of a par¬ 
ticular machine, the MS-DOS is where 
the greatest number of products are 
being produced. 

Explanatory Notes: 

Game Title (Machine Availability: At = 
Atari 800; C = Commodore 64; Ap = 
Apple II; I = IBM; M = Macintosh; S = 

Atari ST; Am = Amiga; GS = Apple II GS. 
An asterisk {*} following the machine 
type indicates that that format is 
forthcoming. Numbers (#XX) refer to the 
issue of Computer Gaming World in 
which that game was reviewed). [Publish¬ 
er, Date, Price. O/P means Out of Print], 
Finally, the ratings are on a one-to-five 
star system as defined below: 


Rating: 

Marginal 

Average to Good 
Highly Recommended 


' relation to history (or the 
itle by Sun Tsu) is purely 

has its own scenario editor/ generator. 

Ancient Art Of War At Sea (Ap/I/M; #41, 
CGF #2) [Broderbund; 1987; $44.95; ***]. 
Using a . 



expansion and creativity. 



October 1990 








Pre-20th Century Survey 




Chlckamauga (At; 5.2) [GDW; 


;0/P; 



Clipper (At) [PBI; 1982; O/P; *+]. An "educa- 

an 1850 Clipper Ship attempting to deliver its 
cargo and maximize its profits. Its high point 
(?) lies in teaching one basic compass direc¬ 
tions (0-360 degrees). 


Colonial Conquest (At/Ap/C/S; 5.5) [SSI; 
1985; O/P; ***+]. A strategic simulation of 



(Ap°HSSlf1980^O/P; n -]'. The firsf compute? 
simulation of Napoleon's most famous battle, 
this game is clearly showing its age. 

Decision At Gettysburg (I; #72) [Tiglon; 
1990; $49.95; **+). An operational simulation 
of the Gettysburg Campaign, its inspiring 
graphics (VGA) are not sufficient to overcome 
the lack of a friendly user interface. 


Decisive Battles Of The Civil War: Volume 
! (Ap/C/I; #49) [SSG; 1988; $40.00; ***+). 



Decisive Battles Of The Civil War: Volume 

II (Ap/I; #54,65) [SSG; 1989; $40.00; ***+]. 
See above. Covers the battles of: Gaines Mill, 
Stones River, Gettysburg, Chicamauga and 

Decisive Battles Of The Civil War: Volume 

III (Ap/C/I; #57) [SSG; 1989; $40.00; **+]. 

ness, Spottsylvania, Cold Harbor, Atlanta, 


















Rumor Bag 


The Rumor Bag 

by Mr. Smith 
















Another Great Game From Japan - 




15 ADVENTURES IN ONE 
GREAT GAME 


I f you enjoy the action of arcade 
games and the challenge of 
role-playing games, you’ll love 
SORCERIAN. Sierra and Nihon Falcon 
bring you Japan’s Best-selling adventure 
game—with 15 thrilling scenarios, 


WHERE NO GAME 
HAS GONE BEFORE 

Stunning graphics and an original 
soundtrack from Japan help make 
SORCERIAN one of the best gaming 
experiences around. 15 separate 
adventures make it a game you can play 
again and again. SORCERIAN—a 
facinating new dimension in 











Strategy 


Luftwaffe Uber Alles 


Ten Tips for Routing the RAF in Their Finest Hour 


by Roger White 

















Each of three methods for each game 
features from twelve to fifty or more 
levels for unlimited game play and 
replayability. 

Play for fifteen minutes.. .or five 
hours.. .or more. You have complete 
flexibility to play short or long games 
against time and/or score or other 
players. In addition to the games 
shown, DISKMAN and DIET RIOT 
will amuse and amaze you. The fun 
is instantaneous and lasts and lasts. 


Or special "Split Screen" with a 
chance to go against a dynamic com¬ 
puter personality. 

Full-Screen Play for Single Player. 


This Game 
Redefines 
FUN... And 
GAMES 

Five Brand New Games 
Based on Classic Concepts 

Innovative, Interactive Challenges 
Featuring Unique "Split-Screen 
Method" when Using Dual Joysticks 
for Simultaneous Head-To-Head 
Competition. 


“nw (oS&ffnsEs 

sits*?- 


Phenomenal graphics, original 
music and sound effects all 
combine to add more FUN to our 
games. Future Classics Collection 
is a game for all times and a 
must for every computer library. 


Available on IBM® PC and Com¬ 
patibles, Tandy® and Amiga? 














DISCOVER 
THE MOST j* * 
ADDICTING 
STRATEGY GAME 
SINCE TETRIS™! f: 


IRGAMlS* 


playing on 
a Computer 









Strategy 


Pride of the Luftwaffe 












Review 


Tell Tale 
Heart(ache) 

by Allen L. Greenberg 



which the player guides Wil¬ 
liam Tell through the 
countryside and Gessler’s 
menacing fortress. The object 
of the game is to rescue Tell’s 
son from Gessler and inspire 
his people to cast off their op¬ 
pressive Austrian ruler’s yoke. There are a hundred and forty 
screens to be explored, among which are scattered the objects, 
food and weaponry which Tell will need to complete the quest. 

Each scene of LWT displays a two-dimensional view of the 
hero’s surroundings along the top half of the screen. Although 
movement is restricted to East and West, there are usually exits 
in all four directions. The lower half of the screen shows a rather 
complex set of icons. These icons represent every item which 
can be found in the game. When Tell actually obtains the item, 
the icon becomes highlighted and the object is then available for 
use. There are essentially three ways an item may be used in 
LWT—it can be offered to another character as a gift, aimed with 

Items of value include treasures, keys and scrolls. Treasures are 
used to induce a friendly character to provide some other item of 

areas, while scrolls will satisfy certain characters who are inter¬ 
ested in such things. 

Weaponry, on the other hand, is reserved for encounters with 
evil characters—the subtle presence of whom may be detected 
by their "Tell”-tale attempts to murder the hero. Battle with these 
villainous Gessler-supporters is an arcade sequence in which Tell 
uses one of the weapons he’s managed to find in his previous ex¬ 
plorations. Each weapon, including sword, staff, axe, mace and 
morningstar, is effective at a different distance. As Tell, the 
player must figure out how far to stand from his adversary and 

William Tell is, above all, an archer, and his greatest strength 
lies in the crossbow. There are several of these available to him, 
with different sights and different mechanisms called "winders." 
When Tell selects the bow, a window appears at the bottom of 
the screen which represents Tell’s view of his target. Unless Tell 
is using one of the better (and more difficult to obtain) 

ter than if he suffered from a tremor-producing nerve disorder. 




Computer < 












Review 


by an enemy, he will find himself in Gessler’s dungeon. 

From either place, the hero will be able to resume his quest, 
casionally, Gessler will call for some entertainment and will ha 
n apple (the fruit, that is, not the computer) placed on the he 
..e the apple with an arre 


Truth To "Tell" (Game Hints) 


of TelFs ] 




e. Of 


course, there is the possibility (if th 
hero’s aim is a bit low) that this event 
will bring the story to a sad and early 
conclusion. 

The graphics in LWT are adequate, 
but not very exciting. The sound ef¬ 
fects, on the other hand, are quite im¬ 
aginative, but they have very little to do 
with what is taking place on the screen. 

A character’s footsteps, for example, as 

two buckets being crashed together, in¬ 
explicably alternating between the right 
and left speakers. 

LWT comes on one Amiga disk, or 
matted disk is required in order to save 

a game in progress. Only one game may be saved per disk, only 
one drive is supported and the copy-protected program may not 
be installed on a hard drive. For these reasons there is, at times, 
quite a bit of disk-swapping. 



The Legend Of William Tell is a very 
limited product for adventure gamers 
and offers only a modicum of appeal 
" action gamer. What little adven- 
present in the game is 
smothered under excessive hack-and- 
slash. Were the lead character able to express himself at all, he 
might have something defensive to say on the subject. Instead, 
all he can do is turn to his audience and mutter "Good day . . .". 
Pity. CGW 
































Letters 
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"Conflict" Over Price 

I recently purchased Conflict by Virgin 
Mastertronic (reviewed in CGW #73). I 
agree with Mr. Emrich that the game is 
quick to learn, easy-to-play and quite en¬ 
joyable. His review quotes a list price of 
$9.95 for the game. Although I pur¬ 
chased a copy from a major software 
store chain below list price, the sug¬ 
gested price on the box was $14.95! 

I’m not complaining—as I feel the game 
is easily as entertaining as many that are 
2 to 3 times the price—I’m just writing to 
bring this price discrepancy to the atten¬ 
tion of your readers. 

Ingram Roberts 
Derwood, MD 

When the staff checked on the price 
of Conflict, they were given the stand¬ 
ard budget line price from Virgin 
Mastertronic, $9.95. The correct price 
is $14.95. Look on the bright side, 
though, our error might start a price 
war over Conflict. 


California Screamin’ 


I like playing computer 
why I buy CGW. Your las 

cuss morality. Since you 
in your position, let us ex 
further. In today’s Americ 
majority decides the moi 
Hence, the majority belie 


: commentary 



il atmosphere, 
e it is wrong 


rape is illegal. The majority believe it is 
wrong to kill, so it is decided that murder 


who want to use the law as a means of 
enforcing morality" is very tired. The law 
does just that. It enforces the morality as 
set by the people. The question is not 
whether the law should enforce morality 
(it does), but rather what law ? In 
American society, the majority decides, 
but is that correct? I give Germany in the 
1930s-1940s as an example of the 
majority rule enforcing morality in a nega- 


what? Where do we come up with the 
law that will enforce a code of behavior 
that is fair and just, if not by majority 
rule (a la the USA). How about the rules 
being decided by a few (as by dictator¬ 
ships or the U.S.S.R.)? Again, I believe 
the evidence speaks for itself. So, the law 
should not be implemented necessarily 
by the many, or by the few. Then how? If 
you want to exert your influence in the 
philosophical arena, so be it. But leave 
the gaming table, please. I buy CGW to 
read reviews of the latest games, not 
debate whether the American way of 
deciding morality is correct. I do not care 
what is going on in California. That is for 
Californians to decide. Use your page bet¬ 
ter to describe the latest game(s) you’ve 
received, and leave the politicking to the 
weasel lawyers and scumbag politicians. 
We get enough negative news now. 

Please stop inserting it in a game 


Don Sniff 
Palm Beach Gardens, FL 

Matters of survival (i.e. violence, mur¬ 
der and numerous forms of physical 
and economic repression) and matters 
of moral opinion are not necessarily 
synonymous under the rubric of 
"morality." The editorial in CGW #72 
was specifically mentioning matters of 
free expression, a basic right which 
should not automatically be curbed by 
majority opinion. Indeed, our country 
was founded by dissidents. More to 
the point, however, most software pub¬ 
lishers are in California. California legis¬ 
lation, whether passed or considered, 
impacts those latest games you desire 
us to cover. The editorial is not in¬ 
tended to either shortchange review 
space or ramble on about philosophy 
that does not affect the entertainment 
software industry. Rather, it is a con¬ 
sidered attempt to formalize discussion 
of issues within the industry that are 
either already affecting the products 
you’ll see on the shelves or may affect 
the products you will see in the future. 

If you take the California legislature’s 


generic opinion, computer games are 
not a legitimate art form with appeal 
to adults. Rather, the legislature per¬ 
ceives them as entertainments 
designed primarily for children. If you 
wish to see a dramatic decline in the 
concerns addressed and considered in 
computer games (or the arts in 
general), all you have to do is con¬ 
tinue to believe that what happens in 
California doesn't affect anyone out¬ 
side it Frankly, we pay attention to 
what is happening on the east coast, 
in the midwest, to the northwest and 
in the south, as well as what is happen¬ 
ing in California, note, for example, 
that the Steve Jackson Games' con¬ 
troversy took place in Texas, but we 
think it was an important event 

We’re sorry you dislike the focus of 
the editorials, but we assure you that 
they will not simply become another 
page of game reviews. Feel free to ex¬ 
cise that page from your copy. For¬ 
tunately, some readers (like the one 
who wrote the following letter) enjoy 
the editorials. 

Norwegian Good 

Many people who read newspapers and 
magazines do not read the editorial ar¬ 
ticle. It is with interest that I have read 
your editorial articles as long as I have 
had CGW. It is very interesting and you 
are not afraid to criticize the industry, 
government, etc. For a person like me, 
whose interests are RPGs and simula¬ 
tions, your magazine gives me what I 
want, but your editorial stuff gives me a 
deeper insight into the game industry, 
etc. I hope that you will continue the fine 
editorial line: controversial and critical. 1 

you losses in advertisements, but I would 
think many of your readers support this 
fine magazine. We have some in Norway, 
but no one comes up to your standard. 

Ole Kittilsen 
Rjukan, NORWAY 

Thanks, Ole. I'll just slide this onto 
the publisher’s desk right away. After 
reading Don’s letter, it might not hurt. 

Book Him 

Please continue interviews with authors 
concerning book-based adventure/role¬ 
playing games. I enjoyed reading George 
Alec Efflnger’s insights/comments on 
Circuit’s Edge (CGW #73). 

We will try to publish these "celebrity 
backgrounders” whenever appropriate. 
After all, we’re fans, too! CGW 
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INTRODUCING 



Are you hero 


's The Lord of the Rings. 


♦ Experience the faithful, detailed re-creation of Tolkien's 
classic work. 

♦ Duel one-on-one with the evil Ores and Dunlendings. 

♦ Interact with individual characters and lead the elite Mk 
cavalry of Rohan as they battle across realistic WyL 
3-D terrain, or let the computer ------ - 

handle the details of combat, . 

See your local retailer, or call 1-800-826-0706 to order. 





















Go back through time into mysterious, 
distant lands, alive with conflict, intrigue 
and passion. Koei products transport you to 
real countries with a real past. Your 
survival and conquest will take valor and 
discretion, battlefield guts and financial 
finesse, heavy handed rule and 
gentle diplomacy. 
Huge databases, gorgeous graphics and a 
friendly user interface make Koei historical 
simulations a joy to play. 



Experience Japan s Greatest 

New Excitement For The Amiga!! 


Romance of the 
Three Kingdoms 
Live Second 
Century China 



You are a warlord in second century 
China. Central government has 
collapsed, creating a power vacuum 
you long to fill. Success means 
triumphing against other warlords 
and the elements, to control the 
nation. 


Nobunaga's Ambition 
The Struggle to 
Become Shogun 
★Coining For The Amiga In August 



Take the part of a Daimyo during 
Japan's bloody, sixteenth century, 
warring states period. Increase the 
strength of your states slowly, or risk 
everything in a desperate, all or 
nothing grab for power. 


Genghis Khan 
Conquests Of 
Love And War 


★Coming For The Amiga In July 



Destroy your enemies in battle, or by 
assassination, while you keep your 
populace happy, your treasury full, 
and your subordinates loyal. A 
seduced princess can produce heirs to 
govern conquered territories. 



Winner: 

1989 Strategy Game of the Year 
Computer Gaming World Magazine 


IBM & Compatibles, Amiga 


Finalist: 

Software Publisher's Association's 
Excellence in Software Awards. 



Finalist: 

1989 Strategy Game of the Year 
Computer Gaming World Magazine 


IBM & Compatibles ★ 


KOEI... We Supply The Past , You Make The History 


























Realistic, complex scenarios and intelligent 
computer opponents make Roei simulations 
a challenge to win. Each game offers 
hundreds of hours of non-repetitious 
playing time. 

Koei is Japan's leading producer of 
entertainment and educational software. 
The simulations you see on these pages are 
some of the best, and longest selling titles 
ever seen in Japan. A few moments with 
any Koei product will make it clear why. 


Strategy Simulation 




The newly appointed Minister of War has seized all 
imperial authority, and rules the Empire with malicious 
glee. Those who oppose him are branded and exiled. 

The Emperor, reduced to a shadow in his own palace, 
has one last chance to restore order and justice...you. 

But Gao Qiu, the evil Minister of War, will use his 
considerable power to destroy you unless you get to him 
first. And if things weren't bad enough, the northern 
border is swarming with barbarians, bent on taking the 
Empire's riches for their own. 


Bandit 
Kings of 
Ancient 
China 

Features Include: 

• Four separate 
scenarios; 

• One to seven 
players; 

• Military, Economic 
and Diplomatic 
Simulation; 

• Cast of 255 
characters with 
unique abilities, 
personalities, and 
social positions; 

• Sophisticated battle 
system that 
incorporates 
everything from 
seasonal terrain 
changes to fireballs 
and magic; 

• Not copy protected. 


Orde Reader Service # 27 


KOEI 


Koei Corporation, One Bay Plaza, Suite 540,1350 Bayshore Highway Burlingame, CA 94010, Tel. 415-348-0500 











STRATEGIC SIMULATIONS, INC. 
















Scorpia’s Column 


Scorpion's ‘View 


Scorpia Reveals the 
Secret of the Silver Blades 

















Scorpia’s Column 


* (Hun 


\ Elf, 


Dwarf, etc.) and classes (Fighter, Rangel 
Paladin, Cleric, Mage, Thief) are avail- 
able, with the ability to modify stats 
before the character goes adventuring. If 
you plan to play the game at Veteran 
level or higher difficulty, I definitely 
recommend boosting the stats. 


v charac 


fairly 


Bonds (or took it off your drive), you 
level beginners. 

There is one problem with rangers ir 
the game. They do not seem to be ge 
ting their special bonus versus giant-c 

(which this game uses), a ranger does 
one extra point of damage for each le 
in fighting against giants. It 


is that th 


lev. 


Travis, my 11th 
giant for only 9 points 
his sort of thing hap- 


of damage 

many giants and giant-class monster: 
the game, this is a serious drawback. 

The game begins with the party arri 
in the small mining town of Mew Ver¬ 
digris. They arrive without weapons, 


Fortunately, while SSI felt the need to in¬ 
dulge in this odious practice again, they 
have at least partially made up for it by 
providing some Meat Items at the very 
start. After the party’s arrival, the mayor 
explains why they are here (monsters 
have appeared in the mines and curtailed 
mining activities), and presents them 
with several pieces of magical equip- 

berd+2 and every one's 9 favorite’, Gauntlets 
of Ogre Power. A small sum of cash is 
also distributed so the group can fully 
equip at the local armory. 

Circle (Ip the Dragons 
(Encounters and Locations) 

The party’s first task is to clean out the 
area around the Well of Knowledge. The 

information in return for a payment of 
Well is infested with red dragons of vary- 


large Ancient Red Dragon (about the size 
of the big Reds at the conclusion of 
Champions of Krynn). 

Once these dragons have been killed 
off, the Well area becomes safe and the 
Well itself will impart information to the 
group, providing they donate the neces¬ 
sary 100 gems per piece of information. 
This is where excess money goes, since 
healing in town is done free of charge 

the armory. Money is still useful for get- 



Of course, the teleporters aren’t all that 
common, either. There are times when 
going back to one isn’t practicable, and 
the party will just have to take its chan¬ 
ces with camping out in a dangerous 
place. The "Fix" command is usually safe 
to use for healing purposes (although a 
Cleric may wish to use a high power 
spell first on anyone severely injured to 
save time), but memorizing spells is al¬ 
ways a chancy business. This is par¬ 
ticularly the case at higher difficulty 

rupted by wandering monsters. 


With the Well secured, the party can 

ing the ruins of the old town that sur¬ 
rounds the Well area. Auto-mapping does 
not work in the ruins, so you will have to 

doing this. The ruins can be very confus¬ 
ing as many parts of them look very 
much the same. 

In the ruins, you will have to find the 
headquarters of the Black Circle (the 

good) and clean it out, as well as dis¬ 
covering the shaft that will take the party 

number of minor treasures^!! be found 


(gems, jewels, magic items, and 
weapons and armor usually in the +2 
range), mainly after combat. 

to recover eightjziecestf a magical staff. 

they will need it for something later on. 
The mines are infested with umber hulks, 
cockatrices, mobats, giant slugs, 

nasty critters. 

fighting abilities, who is willing to join the 
party. She comes with her own weapons 
and armor, and is a great addition to the 
team. Unfortunately, like most MPCs in 
these games, she tends to be impetuous, 
taking the fight to the enemy. You’ll have 
to be careful with area damage spells 
with her in the party. 

The bottom level of the mines is the 

having to fight the usual assortment of 
hostile beings, the party must also con¬ 
tend with the dungeon’s guardian. This is 
a sort of spirit or projection of the Dread- 
lord (the main bad guy). In addition to 
harassing the group in various ways, this 

Each time the party arrives at a new 

You have the choice of trying to answer 
it, or fighting the stairway's guards, which 
happen to be Iron Golems. Your best bet 
is to go for the riddles. If you give a 
wrong answer, you simply get 
transported to the Well, which will pro¬ 
vide the solution in return for the usual 



dungeon to make this a little easier. 

Once you’ve answered a riddle correctly, 
the stairs can be used without further 
problem. 

Driders on the Storm 
(Finale) 

The final level of the dungeons leads to 
the ice crevasse. Be prepared to spend a 
long time going through this area. It is 
long and winding with two main 

traversed. You can expect to encounter 
Black Circle adherents, as well as such 
delightful things as white dragons and 
remorhaz (something like a purple worm, 
only it isn’t purple and is much nastier). 
Camping out in the crevasse is 
dangerous, especially at the higher dif- 


age 28 
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Viking 



SoFTWdRE 


ASK FOR RICK 


IBM 


preww ii Price 


ANCIENT ART WAR SEA 31 
ANCIENT ART WAR 31 
BANDIT KINGS 40 

BATTLE CIVIL WAR 1,11,11128 
BATTLES OF NAPOLEON34 
CENTURIAN ROME 35 
DECISION AT 

GETTYSBURG 34 
GENGHIS KHAN 40 

GETTYSBURG 40 

GOLDS OF AMERICAS 29 
GRAND FLEET 40 

NOBUNAGA’S AMB. 40 
NORTH & SOUTH 29 
POPULOUS 34 

PRELUDE TO JUTLAND 30 
RAILROAD TYCOON 40 
ROMANCE 3 KINGDOMS 46 
REVOLUTION 76 34 

SHILOH 28 

WATERLOO 40 

WW II 

ACTION STATIONS 34 
ACTION N. ATLANTIC 30 
GER. RAIDER ATLANTIS 30 
B. TANK BARBAROSSA 40 
BATTLEHAWKS ’42 34 

BISMARCK 30 

FINEST HOUR 40 

HALLS MONTEZUMA 31 
IN HARMS WAY 40 

KRIEGSMARINE 40 

LONG LANCE 40 

MALTA STORM 40 

MIDWAY 30 

P-47 THUNDERBOLT 34 
PANZER BATTLES 28 
RIVER PLATE 30 

ROMMEL AFRICA 28 
SANDS OF FIRE 32 

SECOND FRONT 40 




SHERMAN M4 
STORM EUROPE 
WOLF PACK 


A-10 TANK KILLER 
BALANCE PLANET 
DRAGON FORCE 
EMPIRE 


FALCON A.T. 

5th ESKADRA 

GUNBOAT 

GUNSHIP 

HARPOON 

HARP. N. ATLANTIC 

HARP. SCEN. EDIT 

LHX 

M-1 TANK PLATOON. 
MAIN TANK GERMANY 
NORTHERN FLEET 
NUCLEAR WAR 
RED STORM RISING 
688 ATTACK SUB 
7th FLEET 
SIM CITY 

SIM CITY TER. EDIT 
TANK 


34 

40 

28 

45 

40 


ADVENTURE. SCI/FI, 


AZORE BONDS 34 

BARDS TALE II 22 

BREACH II 34 

BUDOKAN 34 

CAME FROM DESERT 34 
CHAMP. KRYNN 34 

COL BEQUEST 40 

CONQUEST CAMELOT 40 
DRAGON STRIKE 34 

DRAGONS FLAME 29 
EARTHRISE 34 

ESCAPE FROM HELL 34 
FULL METAL PLANET 34 
GALACTIC WARS 28 
HEROES LANCE 28 


Price 

INDY JONES ADV. 40 

JOAN OF ARC 30 

KEYS TO MARAMON 34 

KINGS BOUNTY 28 

KINGS QUEST l-IV 34 

LOOM 40 

MEGA TRAVELLER 40 

MIGHT & MAGIC II 34 

NEUROMANCER 32 

NIGHT HUNTER 24 

PGA GOLF TOUR 39 

PIRATES 28 

POOL RADIANCE 34 

POPULOUS 34 

QUEST MASTER 28 

REACH FOR STARS 30 

SECRET SILVER BLADE 34 
STARFLEETII 40 

STARFLIGHTI 22 

STARFLIGHTII 34 

SWORD ARAGON 29 

TUNNEL ARMAGED. 28 

ULTIMA IV OR V 39 

ULTIMA VI 44 

WAR OF LANCE 34 

XENOMORPH _40 


AMIGA 


BANDIT KINGS 40 

BATTLE CHESS 34 

CAME FROM DES. 34 

CHAMP. KRYNN 34 

ICEMAN 40 

DRAGONS BREATH 40 

DRAGONS LAIR II 44 

DRAGONS OF FLAME 29 

DRAKKHEN 40 

DUNGEON MASTER 28 

EUROPEAN CHALL. 15 

FALCON 34 

FALCON MISS. DISK 17 

FINEST HOUR 40 

HEROES QUEST 40 

HOCKEY LEAGUE 28 

KINGS QUEST l-IV 34 

MANHUNTER II 34 

MIDWINTER 34 

MIGHT & MAGIC II 40 


Price 

OPERATION COMBAT 28 

OPP. SPRUANCE 34 

OVERRUN 46 

PIRATES 34 

RED STORM RISING 36 

688 ATTACK SUB 34 

SHERMAN M4 34 

STORM EUROPE 40 

WELLTRIS 24 


C-64 


AZURE BONDS 28 

BATTLES NAPOLEON 34 

BLOODMONEY 21 

CARRIERS AT WAR 34 

CHAMP. KRYNN 28 

CHESSMASTER 2100 29 

CIVIL WAR 1,2.3 28 

EMPIRE 34 

EUROPE ABLAZE 34 

F-16 24 

FUTURE MAGIC 25 

GUNSHIP 28 

MAGIC CANDLE 28 

MIGHT & MAGIC l-ll 28 

NEUROMANCER 28 

OVERRUN 34 

PANZER BATTLES 28 

PANZER STRIKE 34 

POOL RADIANCE 28 

RED STORM 31 

ROMMEL AFRICA 28 

RUSSIA (SSG) 28 

SECRET SILVER BLADE 28 
STARFLIGHT 28 

STRIKE ACES 28 

TYPHOON STEEL 34 

ULTIMA IV OR V 40 

WAR OF LANCE 28 


OTHER FORMATS AND 
TITLES AVAILABLE 
UPON REQUEST 


SAME DAY SHIPPING DEPENDING ON AVAILABILITY Fgg r 

HOURS 9AM-10PM EST (6AM-7PM PACIFIC TIME) SAT.10AM-5PM EST 

UPS ADD $3.50 P & H, AK & HI ADD $7.00. OVERSEAS ADD. 5% WITH A $10.00 MINIMUM GA. RESI¬ 
DENTS ADD APPLICABLE SALES TAX US MAIL IS $4.00 MINIMUM + 4% OF TOTAL. 

ALL SALES FINAL & PRICES ARE SUBJECT TO CHANGE SO PLEASE CALL FIRST. 

6990-E PEACHTREE INDUSTRIAL BLVD., NORCROSS (ATLANTA), GEORGIA 30071 
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Shopping for 


Fill Your Bag With Music, Special Effects, Digitized Voice, and MIDI... 



Sound? 
















Foreign Correspondence 



Text Games and Game Creation Tools 

by Paul Rigby 



T wo major utilities released by the 
OK software house, Mandarin, 
have caused several ripples among 
the large European Amiga and ST com¬ 
munities. Called AMOS and STOS, they 
are specialized implementations of the 
BASIC language. AMOS has just been 
released while STOS has been on the 
market for quite a while. However, the lat¬ 
ter has achieved a level of maturity that 
has attracted a variety of add-on 
modules not yet seen for the younger 
AMOS program. As each program uses 
the unique features offered by both 


machines I’ll give a brief description of 
each followed by the support modules. 

STOS replaces the ST’s OEM environ¬ 
ment with its own propriety system to 
speed things up, as well as freeing 32K 
of memory. You get an editor, which con¬ 
tains most features expected of a word 
processing tool. The system can hold up 
to four programs in memory at once, 
and all four of the program listings can 
be simultaneously displayed (or an over¬ 
lay of 13 windows). There are a variety 
of powerful functions for manipulating 
sprites, such as moving and animating 
15 sprites as well as grabbing sprites 
from other programs to use in your own 
games; there is a music utility; there are 
a variety of screen special effects—you 
can cycle through the whole 512-color 
palette, fade a screen and so on; there is 
a GEM-like painting package and there 
are 16 different scrolling zones included. 
STOS was originally released as an ar¬ 
cade creation program but users have 
created such a diverse selection of 
programs with this powerful utility that 
Mandarin has given it a rethink in 
regards to marketing. Examples include 
creating spreadsheets, databases, 
graphic/text adventures, strategy games, 
RPGs, and more! In fact, the ST’s first ad¬ 
venture magazine on a disk, Syntax, is 
being published via STOS (Note: it con- 

features, etc. — write to Sue Medley, 9 
Warwick Road, Sidcup, Kent, England, 
DAM 6LG for information on how to get 
a copy of Syntax). 

The utility comes with three disks and a 
whopping 283-page ring-bound manual; 
three games are included for you to ex¬ 
amine as well as a plastic-coated refer- 


AMOS has just been released here in 
the (IK. In keeping with Mandarin’s 
marketing rethink, AMOS is just 
described as "The Creator," rather than 
STOS’s original "The Game Creator.” In 
fact, some of Mandarin’s application sug¬ 
gestions include arcade games, adven- 

tional programs, databases, video titling 
sequences, etc.-so you can see how ver¬ 
satile AMOS can be. 

Among AMOS’s features are the ability 
to define and animate hardware and 
software sprites (called bobs); display up 

ing HAM, half-bright and dual playfield 

ing; create complex animation sequen¬ 
ces; play Soundtracker, Sonix or Games 
(Continued on page 74) 

















IT S NOT JUST AN ADVENTURE - IT S YOUR JOB. 


juilrfs top Investigator, every job 
i/hen the job is to stop an.out-of- 
ling with Earth! 


ASSIGNMENT: ASTEROID 


As the heflnf this advemir^pSur.^SigEirnent is to 
investigate d^teroid min ffig sjllton, find out what hap¬ 
pened to w, and; figure out how to fix the 

maifunctio^^feng^ffNsL te .g'elf-propelled.asteroid before 
it crashesffifjlarth WityPur trained investigative mind 


ilayed in 3-lf'grapbics and 
|$/er 100 locations and 
S'paths, plus iis'er- 
Iptcf Help mettu. . 


•An Animated Gravies Adventure ■ 
from 


* inter^el 







The best wargame simulation in the world...just got better. 



operations in the North Atlantic, Harpoon 
is committed to ramping up the degree of 
difficulty and challenge you will face as you 
test your powers of decision and command 


•'And now with the release of new, and 
P&ore challenging Battlesets, as well a: 
extraordinary Scenario Editor, you not 
have more ways to test your skills, 
you can even customize the 
way you play the game. 

Circle Reader Service P ill 


i the world, just got better! 


I n the few short months since it hit the streets, Harpoon has become the 
number one, bestselling wargame simulation in America. And no wonder. 


With multiple command, tactics, weapon, and scenario choices, 
Harpoon pits the mighty sea and air power of the USSR against the 
combined NATO forces. And it does it in a way that no other game 

But don’t just take our word for it, read what the reviewers say. 
“Harpoon delivers an intense and Sophisticated gaming 
experience”. 

Keith Ferrel, Compute 

“Ileamed moreafter six hours with Harpoon than I did after 
a years study at the Naval War College ”. 


“Harpfl6n is the definitive simulation 
of modem warfare at sea”. 

Richard Shefield, Game Players 


HARPOON'S 
EVER GROWING 
OPTIONS. 

















A Gift From: 

[ ] Check or Money Order Enclosed [ ] Charge (Mastercard/Visa) 


City, State, Zip Code_ 

[ ] One Year ($22.00; save $2.00) [ ] Two Years ($40.00; save $5.00) 

A Gift For: 

Address__ 


City, State, Zip Code_ 

[ ] One Year ($22.00; save $2.00) [ ] Two Years ($40.00; save $5.00) 

Mail to Computer Gaming World, 

P.O. BOX 730, Yorba Linda, CA 92686 


A special gift card will be sent to you to sign and send as 
an an nouncement, of your gift. After December 5, gift cards 
be sent directly to recipients. 


Cfjte fjotoap season, 
treat pour frtenite to 

COMPUTER 

GAMING WORLD 

Gift subscriptions make holiday shopping a breeze. 

Order one or more gift subscriptions before December 20, and we’ll give you a 
special holiday rate (up to $5.00 off). You can even use this rate to renew your 
own subscription. 
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New World's Nuclear War 

by Chuck Moss 






















Review 

















Review 






































The Ad Lib Music Card: 
Openyour ears and blowyour mind. 

Asteroids are hurtling by. Enemy photons are de- an untimely death, rest assured that Ad Lib's funeral dirge will bring 

stroying the rear deflectors. Engines strain as they tears to the eyes of your loved ones. 

reach critical mass. Suddenly you hit the retros, loop In fact, the Ad Lib sound is so hot, major game developers are 

around, and fire with everything you've got. now designing dozens of new adventures with special soundtracks 

\ And what kind of awesome, breath-taking music just for the Ad Lib Music Card. 

is your computer playing? "Bleep, bop, beep." Pretty weak, eh? Call us at 1-800-463-2686 for the name of your nearest V- 

Well listen up. Because now there's the Ad Lib Music Card. dealer, for more information, and for the ever-growing list 

It's the digital music synthesizer that's conquering the final frontier of major game titles with spectacular Ad Lib soundtracks. 

of truly realistic game playing—totally ear-blasting sound. Add the missing dimension to your games with the 

Confront the dark overlord, and Ad Lib’s 11-piece orchestra Ad Lib Music Card. From a solo to a symphony, Ad Lib’s 

will back you up with gutsy, heart-swelling music. And if you meet music makes the adventure come alive. 


Ad Lib Inc., 50 Staniford Street, Suite 800, Boston, MA 02114. 1-800-463-2686 in U.S. or Canada. 1-418-529-9676 International. Fax: 1-418-529-1159. 


AdLib 







Computer Gaming World's 


The Categories 


Simulation (SI): Games based 
on first-person perspectives of 
real-world environments. 

Adventure (AD): Games that 
allow you to take an alter ego 
through a storyline or series of 


Wargames (WG): 
Simulations of historical or 
futuristic warfare from a 
command perspective. 

Action/Arcade (AC): 
Computer games that 
emphasize hand-eye 
coordination and reflexes. 

than one category. In this 

Game" in a given category, a 
game must be listed as being 
primarily of that specific type. 


Top Role-Playing 



Top Simulation 



THE TOP TEN GAMES 


No. 

Name 

Source 

Machine(s) Cat. 

Avg. # 
Resp. 

Rating 

1. 

Their Finest Hour 

LucasFilm 

Am,I 

AC,SI 

92 

10.40 

2. 

Railroad Tycoon 

MicProse 

I 

ST 

67 

10.34 

3. 

Ultima VI 

Origin 

I 

RP 

71 

10.11 

4. 

SimCity 

Maxis 

Many 

I 

ST,SI 

122 

9.71 

5. 

Harpoon 

Three-Sixty 

WG 

71 

9.67 

6. 

M-l Tank Platoon 

MicProse 

I 

SI,WG 

69 

9.62 

7. 

Populous 

EA 

Am,I,ST 

ST 

115 

9.20 

8. 

Sword of Aragon 

SSI 

I 

WG,S1 

’ 39 

9.17 

9. 

Battlehawks 1942 

LucasFilm 

Am,I,ST 

AC,SI 

86 

9.15 

10. 

MechWarrior 

Activision 

I 

SI,RP 

48 

9.13 


Wasteland 
Bard's Tale III 
Hero’s Quest 


Space Quest III 
Romance/3Kngdms 
Starflight 2 
Bandit Kings 

Indy; Adventure 

Overrun 

Falcon 

NFL Challenge 
Second Front 
Might & Magic II 
LHX Attack Chopper 
The Magic Candle 
Project f - 
Battles c. . 

Battletech 


Cnmwre 

Interplay 


xSr° ,c 


of Napoleon 


Airborne Ranger 
King’s Quest IV 
Indianapolis 500 
Action Stations 
Breach 2 
Neuromancer 
F-15 Strk Eagle 2 
Battlechess 
Curse of Azure Bonds 
Typhoon of Steel 
Ballistyx 

Chessmaster 2100 
Police Quest II 
Zany Golf 
Gretzky Hockey 
Poo! of Radiance 
Champs of Krynn 
Sworcl of Samurai 
Genghis Khan 
It Came From Desert 
A-10 Tank Killer 


Ap,C 

Many 

I,M 

Ap,C,I 

Ap,C,I 

C 

Ap,C,I 
Am,I,ST 
Am,I 
C,I,ST 
Many 


CnflctAnlytic 

Omnitrend 

AMcProse 

Interplay 

SSI 

SSI 

Toolworks 


Ap,C 
Am,ST,I 
Many 














Top 100 Games 


THE HALL OF FAME 


The Games in 
CGW’s Hall of 
Fame Have Been 
Highly Rated by 


Bard’s Tale I 
Chessmaster 
Dungeon Master 
our Readers Earl Weaver Baseball 

over Time. 


They are Worthy 
of Play by All. 

CGW welcomes 
Microprose’s FI9 
Stealth Fighter to 
the Hall of Fame. 


Empire 

F19 Stealth Fighter 
Gettysburg 
Gunship 
Kampfgruppe 


Mech Brigade 
Might & Magic 
M.U.L.E. 

Pirates 
Starflight 
Ultima III 
Ultima IV 
War in Russia 
Wizardry 






Top Strategy 


TM 


Top Action 


Top Adventure 


Top Wargame 

mi 

















Miniatures of War 





Ballistic Missile Submarines - Boomers - are tbe 
first in a series of detailed plastic miniatures for 
use with the Supremacy game system. 

Boomers constantly prowl the ocean depths with 
their arsenal of nuclear ballistic missiles. These 
leviathans of the deep play a powerful role in 
your strategic forces. 

Watch your foes sweat and yield to your com¬ 
mand as they face the sudden threat of a nuclear 
strike. Surprise, overwhelm and penetrate their 
laser star defense systems. 

The critical edge Is yours. The ocean depths 
conceal your boomers as they slip into position 
and sink enemy ships. 


Now if your land based nukes are captured or 
destroyed, you'll always have a nuclear reserve 
lurking in the seas. 

This expansion set contains new rules and 40 
detailed, plastic, miniature submarines. Each 
miniature is 214 inches long (58 millimeters). 

FREE COLOR CATALOG OF GAMES 
Call Toll Free I-800-333-0S89 
24 hours / 7 days 
At better game stores worldwide. 



Her Towers, Buffalo, NT 14202 









Strategy 


Using Statistics To Improve 
Your Command Of Empire 

Conquering Worlds The Most Efficient Way 

by Glenn Kenney 



















, 0^7 To Order CaIl l-800-872-3750 | 
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Call Anytime on our 24 hour Automated Order Line 
Operators Available M-F 9-5 

Atlanta residents call 404-939-0355. When ordering by mail send money order. Include phone number. 
SHIPPING: Add $3.00 for shipping and handling charge. Georgia residents add 5% sales tax. Shipping for 
Canadian orders is 5% of order, with a $5.00 minimum . U. S. Mail, APO & FPO orders add 5% of order, wit 

Prices arc subject to change. All sales are final. New titles are underlined . 
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The Best of Times 




1990 brings phenomenal new 
graphics and game play to the 
World War II submarine game that 
won Simulation of the Year honors 
around the world in 1986. Stalk 
Japanese ships through the Pacific 
from Pearl Harbor to VJ Day. 






































Review 


True Aim 
With 

Projectyle 






Computer Gaming World 









































A New Angle 
On Billiards Action 



Watch for Go For The Gold 2.0 — The Enhanced Frequent Buyer s Club 


You can’t play pool hanging from 
the ceiling, yet that's exactly what 
other billiards games seem to 
expect, because all they show is a 
flat, top-down picture of the table. 

That’s no way to play pool, and 
everbody knows it. Sharkey's 3-D 
Pool presents biliards the way it 
really is — in full 3-D. Rotate the 
table to examine shots from any 
angle you want. And when you find 
the best one, you have complete 
control over power and english. 

Play 8-Ball, 9-Ball, 14.1 
Continuous or Rotation, all against 


the computer or another player. A 
tournament option features 
automatic seeding and optional 
betting; computer opponents have 
varying levels of skill. A Trick Shot 
Editor lets you try any of 20 classic 
shots, or it lets you design your 

The choice is this; you can play 
Sharkey’s 3-D Pool and walk around 
the table, checking all the angles; 
or you can play another billiards 
game, and just hang from the 




MFOliOPL^ 


Some Dreams 
Shouldn’t 
Come True 

You’re trapped in a land filled with 
places and things that can't possibly exist; 
carnivorous rose bushes eager for 
afternoon brunch, knife-wielding little girls, 
totem pole heads hopping on kangaroo 
bodies under skies full of fish. 

Dodge the pyschopathic lawn mower, 
survive the inside of a cotton candy 
machine and avoid the giant wasp. Figure 
out what the grandfather clock is trying 
to say; and for God's sake look out for 
those malicious bats! 

There’s also an impassable swamp, a 
hall full of mirrors and a bouncing soccer 
bail that devours the unwary — and then 

And all you must do to make it through 
this world of nightmares and mysterious 
hazards alive is piece together a puzzle 
that defies sanity. Get ready for the most 
unusual adventure you’ve ever encoun¬ 
tered, in the most dangerous world you've 
ever imagined. 

Your mind. 

MiHpB 


-m-it 
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THE MOST DETAILED COMPUTER 
SIMULATION OF THE WAR 
IN RUSSIA-EVER! 










Game Hints 












Game Hints 





























Command of 
Empire 

(Continued from page 46) 

hits by the percentage chance of getting 

pected value gives an indication of the 
relative damage that occurs when any 
two undamaged units have an encounter. 
With that knowledge, one can decide 


which units work best for softening up a 
particular enemy. 

Up until now, the tables presented have 
only considered two undamaged units. It 
make sense that a unit with some 
damage is easier to destroy than a unit 
with no damage. Therefore, what are the 
chances of destroying units with different 
amounts of damage? Figures 1 and 2 
show the results of attacking a battleship 
or cruiser that is already partially 


For example, from Figure 1, a cruiser 
with no damage attacking a battleship 
with four hits has about a 34% chance of 

Using a combination of the above 
tables and figures, one can develop a 
strategy for successfully attacking a bat¬ 
tleship or cruiser with whatever units are 
available. To sink a battleship, for in¬ 
stance, it does little good to throw a 
cruiser up against it unless it has been 
softened up first. The 


Table III: 









Expected Value of Damage an 

Attacker will Receive from 

a Defender 

Defender 

Army 

Fighter 

Transport 

Submarine 

Destroyer 

Cruiser 

Aircraft 

Battleship 

Attacker 







Carrier 


Army 

0.34 

0.34 

0.93 


0.93 

1.00 

0.99 

1.00 



0.34 

0.94 

0.69 

0.93 

1.00 

0.99 

1.00 



1.10 

2.07 

2.65 

2.74 

3.00 

2.99 

3.00 



0.53 

0.25 

0.73 

0.55 

1.96 

1.62 

1.99 

Destroyer 


0.49 

1.13 

2.04 

2.06 

2.98 

2.67 

3.00 

Cruiser 

0.24 

0.48 

0.67 

0.70 

1.59 

5.86 

2.32 

7.76 

Aircraft Carrie 


0.99 

1.69 

4.13 

3.86 

7.96 

6.56 

8.00 

Battleship 

0.24 

0.52 

0.16 

0.80 

0.50 

4.99 

1.69 

8.88 

* = Attack prohibited 









have a fighting chance 
until the battleship has 

on an enemy battleship 
are optimally required 



Using Table II, you can 




SIMUf 
COMMAND 





Did you ever think 
you could run a country 
better than the other guy/gal? 1 
Then play the sirius command 
play-by-mail game.. .and prove it! 

■a Here's a fantasy present day world with 120 nations, a 
dynamic economic system, diplomatic and military options, 
and covert actions. A total of 20 players each control one of 
the major power nations, and race to a 'victory point’ goal, 
a Each game turn, every 2 weeks, your ideas are entered 
into our computer. You then receive a plain english 
printout describing the results. All you need is a pen, paper, 
and mailbox to start gaming. 

a This exciting game is only $4.50 per turn (avg. 17 
tums/game). A Startup Package is $11.00 (includes compre¬ 
hensive rulebook + 2 turns); for the rules alone send $4.00. 




INNER DIMENSION GAMES 


li-Bl Software 


| IBM Entertainment Specialists 

Wide selection and big discounts. 
We carry new titles and old favorites 
for IBM PC and Compatibles. 


LHX Attack Chopper 


1 - 800 - 533-6772 
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Three smart tactical decisions 
for your great strategic mind. 




Watch For Go For The Gold 2.0 — The Enhanced Frequent Buyer s Club 
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you’ve selected, as they pursue an 
elusive, advanced alien race. Visit 
the canals of Mars, the dangerous 
swamps of Venus and the 
mysterious underground caverns of 
the Moon. Even Earth — depicted 



advanced alien race — that doesn’t 
want to be found. 


The limited technology of the 
Victorian Age and the infinite 
mysteries of outer space. Who says 
history is boring? 




Coming Soon: More Marvel Adventures From Paragon Software! 
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GLOBETROTTERS! d 


T he Harlem Globetrotters bring their brand of high-speed action to the court 
on your computer. With all the finesse you'd expect from top professionals, 
plus famous trick passes like the heel kick and incredible trick shots like the full- 
court hook - you’ve got basketball game play like you've never seen it before. 

So, if you're looking for a nice game, then buy just any old basketball game. But if 
you're looking for the ultimate challenge, then get Harlem Globetrotters Basketball! 


GjameTek 

©1990 GameTek/IJE., Inc. All rights reserved. Harlem Globetrotters® ©1990 Harlem Globetrotters, A Division of International Broadcasting Corporation. 
Harlem Globetrotters is a registered trademark of Harlem Globetrottere, A division of International Broadcasting Corporation. All rights reserved. 



































Review 


priority items (armor, infantry, etc.) or a random scattering 
across the board (and hope for the luck of the draw). 

Miscellaneous Observations: German allies aren't worth a 
bucket of warm spit. They are good for garrison duties and 
eliminating partisans, but should be used on the front line only 
for short-term emergency duty. 

If Sea Lion fails, North Africa will fall. The African sideshow is a 
diversion of effort and troops that could better be used on the 
Eastern Front. Concentrate on the main theaters of operation; 
Spain and Turkey/Iran should be avoided. A Spanish ulcer will 
allow an expanded front for the Western allies, while an invasion 
of Turkey/Iran will open additional avenues of approach for Rus¬ 
sian armies. 

Conclusions 

The graphics and user interface may reduce one’s enthusiasm 
for this game. One must remember that this is a straight port 
from the 8-bit world. (Amiga owners with "only" 512K may have 
trouble believing this, as they must disconnect their external disk 
drive in order to play the game without seeing any gain in 
graphics quality over the C-64 version.) 

Even so, the game can be a diverting entertainment package to 
those who are patient with the interface and do not overly mind 
the historical abstractions/simplifications necessary to create a 
strategic game playable in one sitting. SAE is slightly more 
sophisticated than the standard "beer and pretzels" game and is 
certainly a step up in complexity from programmer Dan 


Cermak’s former design, Colonial Conquest. For those who 
liked Colonial Conquest and are looking for a similar game 
based on World War II, Storm Across Europe should offer an in¬ 
teresting interlude. 


Recommended Reading List 

John Erickson, Road to Stalingrad and Road to Berlin : Detailed 
High Command. 

Vincent J. Esposito, West Point Atlas of American Wars: The stand 


David Irving, Hitler’s 
viewpoint. If British Pr< 

1943-45, he might wel 
John Keegan, The Second World Wai 

Francis Miller, History of World War I 


Var II: A contemporary (1945) ac- 
The best one-volume history of the 


Peter Young, ed., Atlas of the Second World War. As good as the 
West Point Atlas, but somewhat harder to find. 


M. Euan Brooks, LTC, IN, USAR, has been mobilized for active duty 



SOUND MASTER® 

THE ONLY SOUND ENHANCEMENT BOARD 
THAT WORKS WITH ALL PC GAME TITLES 


MORE THAN A MUSIC CARD--A LOT MORE! 

Electronic' volume adjustment. Vue multipart TO ORDER BY PHOf 
^j U pport. S .a?| e Pn STERE^I^t^f ’digrta^^p^^ls 
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Command of 
Empire 

(Continued from page 54) 
has an expected value of 2.22 hits per at¬ 
tack on a battleship. This is the best 
average of the "minor” units. Consequent¬ 
ly, on average, the submarine is the best 
unit to utilize in softening up a battleship. 

submarines to inflict enough damage for 


Table IV: 

Chance of 
Destroying a 
Submarine 
with X Number 
of Hits 

Attacker 0 1 

Fighter 30.8 79.6 
Transport 11.6 60.9 
Submarine 74.5 74.9 
Destroyer 32.0 80.7 
* = Attack prohibited 


de grace to be inflicted. 

no difference between using a destroyer 
or fighter to soften up a battleship. They 
both give the same 1.02 damage units 
and have the same probability of sinking 
the battleship at all hit point levels. The 
lesson here is that, it makes little sense 
to throw a destroyer away against a bat- 

One can do the same analysis for the 
cruiser using Figure 2. Note that with two 
hits, a cruiser becomes easy prey for 

another cruiser. From 
Table II, a submarine 


Table V: Chance of 
Destroying a 
Destroyer with X 
Number of Hits 


Destroyer 57.3 80 
* = Attack prohibited 


Table VI: Chance 
Destroying a 
Transport with X 
Number of Hits 

Attacker 0 1 

Army 27.8 49.3 I 
Fighter 27.8 49.3 ! 
Transport 56.4 81.5 ! 


should be able to inflict the required two 
points of damage on one try. Even a 
destroyer can inflict close to two damage 


cruisers, submarines, and destroyers. 
With seven hits, all units will have a good 
chance to sink it. These numbers should 
help when deciding when to go in for 
repairs and what to watch out for on the 
way. 

Tables IV, V and VI show similar data 

_ This author has only scratched 

:e of what one can do 
ibove information. The 
d figures can be inter- 
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Computer Gaming World 

Back Issues 


Whether you are into the history of computer gaming, 
building a definitive library of computer game informa¬ 
tion, or just want to read the most thoughtful reviews 
in the industry, CGW back issues are THE RESOURCE 

























Pre-20th Century 

(Continued from page 13) 





Shiloh, The Battle of (At/Ap/TRS80) [SSI; 
1981; O/P; SSI’s first rendition of the 
Civil War battle, it is a true beer-and-pretzels 

marred by marginal graphics and ahistoric 


Shiloh: Grant’s Trail in the West (Ap/C/I/S; 
#43) [SSI; 1987; $39.95; ****]. SSI’s more 

tie of Shiloh. 

Six Gun Shootout (At/Ap/C; 5.4) [SSI; 

1985; O/P; ****]. A Western simulation, 
owing more to Hollywood than history, it is an 
easy-to-learn game and one which is still fun 
to play. Do not expect to learn any historical 
insights into the Old West. Just sit back and 


1989; $54.95; ****). The unification of Japan 

though game play, historical research and 
game atmosphere are near perfect. Duels, 
melee sequences and set-piece battles charac¬ 
terize this Oriental oeuvre. 

U.M.S.—The Universal Military Simulator 
(I/M/S/Am; #43,48,51) [Rainbird; 1988; 
$39.95; **+]. A visual feast, but a playable 
desert, U.M.S. is incorrect on two counts-it is 



(the last of which omits the Prussians in toto). 


U.M.S. Civil War Disk (I) [Rainbird; 1989; $ 

eludes the Battles of Gettysburg, Shiloh, An- 
tietam, and Chatanooga. It requires the U.M.S. 



Sons of Liberty (At/Ap/C/I; #46) [SSI; 
1987; $14.95; ***+]. SSI’s Civil War engine 


i the American Revolution. Covering 



ferent battles: Bunker Hill, Saratoga and Mon- 


Sword of Aragon (I/Am; #65) [SSI; 1989; 
$39.95/$49.95; ***+]. A medieval sword-and- 
sorcery simulation, this game yields a high 
playability factor, although its graphics and 

Sword of the Samurai (I; #67) [MicroProse; 


Waterloo (I/S/Am; 73) [SSI; 1990; $59.95; 


monly produced, it is a fascinating, albeit 
frustrating, game. Designer Peter Turcan has 
also designed Borodino and Armada. 

Wooden Ships & Iron Men (C) [Avalon Hill; 
1986; $35.00; **+]. A board game classic, 
this computer rendition suffers from poor 
graphics and a limited computer opponent. 


CGW 


We’re Moving! 

Computer Gaming World is 
moving to larger offices. Our 
new address is: 

130 Chaparral Court, Suite 260 
Anaheim Hills, CA 92808 




For the 
SAVAGE 

Within You! 


A Special Edition of 

Worlds of Ultima 



Only the 

SPECIAL EDITION 

has the following 
added features: 

• “The SAVAGE EMPIRE Cluebook" 

...answers to all of your game questions! 

a $12.95 value... FREE! 

• The Wild Basin Expedition T-Shirt 

...savagely illustrated tor style 

and adventure! 

a $12.95 value... FREE! 

• Personally signed by Ultima 
series creator LORD BRITISH 
...making your copy a genuine collectible! 

An unbeatable deal 
all at NO ADDITIONAL COST! 

just $59.95 complete 
...same as sug. retail price. 

Available ONLY direct from ORIGIN. 

This Special Edition not available in stores. 
Quantities limited.. .hurry while supplies last! 

ORDER NOW! I 

1-800-999-4939 

8AM-5PM Central Time (TX) 
MC/VISA accepted - FREE SHIPPING 
Not valid with any other offer. 


















The CCW Free-For-All I 



DESIGN YOUR OWN MECH! 

FANS OF THE FASA UNIVERSE ... here's your 
chance to design your own 31st-century Mech! To 
defy the Clans, you'll need to create a Mech with just 
the right balance of speed, agility and firepower. 
Winning designs may be considered for inclusion in 
future BATTLETECH computer games. 

Winning entries will receive a 
BATTLETECH Command Kit ai 
a $10 gift certificate. Send your 
entry to: BATTLETECH Design 
a Mech Contest, P.O. Box 8123, 

San Francisco, CA 94128 



Wirt Your Wings 

Wanna' win your Wings? Well, just answer the following 
questions about Cinemaware and Computer Gaming World 
and you can win a copy of Wings (Cinemaware’s new 
WWI air game). Send your answers to Computer Gaming 
World, Wings Contest Dept., P.O. Box 4566, Anaheim, 
CA 92803. The top ten scores will receive copies of the 
game. In case of a tie, winners will be chosen randomly 
from among the entries with the most correct answers. 

1. How many games are currently included in Computer 
Gaming World's Hall of Fame? 

2. How many Cinemaware products are included in 
CGWs TOP 100 Games (October 1990 issue)? 

3. Which was the first Cinemaware product to be named 
as the top strategy game in CGW? 

4. Which was the first TV Sports product released by 
Cinemaware? 

5. Which Cinemaware 
product was nominated 
by CGW as the Top Ac 
tion Game of 1990? 

6. What is the title of 
the first personal com¬ 
bat simulation game 
from Cinemaware? 

7. What is the first 
Cinemaware product to 
feature live actors, real 
film backdrops, and 
animated computer 
graphics on a CD ROM 
format? 


WINGS SCROLL 

Win all five medals in Cinemaware’s new 
WWI Wings game and you can get an offi¬ 
cial Wings Achievement Scroll. Send 
CGW a picture of your winning screen 
(with the five medals) before December 28, 
1990 and we will send you an official 
scroll commemorating your achievement. 
CGW will evaluate all entries to determine 
validity. Send your screen shots to Com¬ 
puter Gaming World, Wings Contest 
Dept., P.O. Box 4566, Anaheim, CA 
92803. 














The Rumor Bag 


In fact, he might even cite Elvira, 
Mistress of the Dark as an adventure 
coming from a different source. He could 
say that Accolade is importing Horror 
Soft’s action adventure, loosely based 
on the persona of the bewitching 
television film hostess, which is gamering 
so much attention in Europe. Having the 
player journey through an ancient castle 
in order to retrieve six keys sounds 
rather like standard fare, but the graphics 
are supposed to be something extra-spe¬ 
cial. I doubted if he'd say anything about 
GEnie's new Dragon's date game using 
an Etruscan pantheon or being the first 
computer role-playing game to factor 
aerial combat into the equation. After all, 

1 had just cadged that out of designer 
Mark Jacobs a couple of days ago. 

"Do you know or have any knowledge 
of who might know anything concerning 
Sierra’s decision to .. . ah, modif . . . 
alter .. . er .. . change the name of the 
Hero's Quest series?” I would have con¬ 
tinued in my daydream interrogation of 
the well-known CEO. My subconscious 
surprised me, though. Davis quickly 
noted that Milton Bradley had 
trademarked the name Hero's Quest at 
an earlier date, in my daydream, he con- 

that Origin's WingLeader had become 
Wing Commander in order to avoid con¬ 
fusion with Nova Games’ Wingleader 
and cited possible confusion in the future 
between Paragon Software’s Imperium 
(based on the Game Designers 
Workshop boardgame) and Electronic 
Arts’s European import with the same 
name. He also noted that GDW’s World 
War I aviation game and Three-Sixty's 
upcoming World War I game had the 
same name, Blue Max. 

Naturally, I pressed him further in my 
imaginaiy interrogation, trying to find out 
if there was to be any additional name 
confusion in the industry. He doubted it, 
since many of the upcoming titles are 
licenses of successful boardgames or 
pen and paper role-playing games. 
Chaosium has licensed Call of Cthulhu 
to French publisher Infogrames; 
Paragon Software will publish versions 
of Space 1889 (with a significantly im¬ 
proved combat system over Mega- 
Traveller 1: The Zhodani Conspiracy 
and the ability to create your own 
"careers," i.e. character classes) and 
Twilight 2000 (Marc Miller, creator of 
Traveller, will be writing the story); 
Supremacy Games is nearing comple¬ 
tion on Computer Supremacy, and 
GEnie is preparing to unveil an on-line 


Dungeon Meter's Assistant, licensed 
through TSR, that allows players/dun- 
>n masters to create new characters, 
monsters, treasures and dungeons (or 
even adventure through a dungeon on¬ 
line) more efficiently than ever. 

Unfortunately, I wasn’t able to listen to 
Davis’ actual testimony. I ended up in 
some kind of armed services subcommit- 
re by mistake (all these committee 
joms look the same to me). The con- 
_ressmen were talking about so many 
mega-billions of dollars for new planes, 
subs and the like that I started paging 
through my hard disk to see what kind of 
advanced goodies I had. I found out that 
1 had Das Boot, a German U-Boat simula¬ 
tion from Three-Sixty that is expected to 
go head-to-head with Silent Service II, a 
dynamite WWII sub simulation which 
:s place in the Pacific Theatre. I also 
noticed that the name of one of my 
_ les had changed. Ace of Aces II, the 
WWI aerial combat simulation from 
Three-Sixty, is now being released as 
Blue Max: Aces of the Qreat War. 

le tone of the hearing changed and 
received my complete attention when 
some of the congressmen started debat¬ 
ing the Iraqi situation. Evidently, they 
weren't the only 
is concerned 


misspelled Paul Jaquays’ name in The 
Lord of the Rings: Volume 1 sneak 
preview. Then, he had the audacity to 
claim that 1 had made a couple of mis¬ 
takes. Apparently, I had placed Loren 
Wiseman among the stalwarts at FASA 
instead of GDW and mislabeled GEnie’s 
upcoming Feudal Intrigue as Feudal 
Entry. Heyl It’s hard to hear with a 
tapped phonel GEnie is lucky I didn’t 
call it "Futile Entry." 

I scribbled a note in reply that told the 
congressman that MicroProse wasn’t the 
only company scrambling to add Iraqi 
scenarios to Fall products. "For your infor¬ 
mation,” I underlined this sentence so he 
would know that he wasn’t the only per¬ 
son who had classified information, "a 
source inside Spectrum HoloByte has 
indicated that a Fall product could have 
an Iraqi scenario (probably the new Fal¬ 
con mission disk) and Activision’s F-14 
Tomcat could feasibly have such a 
scenario. 

Gee, no wonder nothing seems to get 
done in Congress. All the committees 
look the same. Maybe someone ought to 
do a congressional subcommittee simula¬ 
tion (volumes of documentation and very 
few action sequences). 


























MAKE THE POWER PLAY 
ON AND OFF THE ICE 

Experience the "other" side of Hockey, the 
side most people never see. Bethesda 
Softworks' new Hockey League Simulator 
takes you behind the scenes into the fast 
paced world of international sports 
management. Now you can join the elite 
few making the decisions that ultimately 
lead to victory or defeat on the ice. Now 
you can be a player in the game behind the 


TWICE TIE ACTIONS 


WAYNE GRETZKY 
HOCKEY 

Designed with Wayne and other Hockey 
greats, Wayne Gretzky Hockey lives up to 
the legend still being written by "The 
Great One”. All the excitement and pulse 
pounding action of professional Hockey is 
captured in an incredible real time 
computer game. Checking, penalties and 
actual bare knuckle fights along with 
digitized sounds and incredible on screen 
animations make Wayne Gretzky Hockey 
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mfACCESS 

3S5JS? SOFTWARE INCORPORATED 


*So Realistic, you’ll think you’re there 

Countdown features breathtaking Motion Graphics ...combining stunning 256<olor 
movie-quality graphics with $•»/■, the revolutionary technology that gives 
you astonishing digitized sound effects, music and speech without hardware. 
Countdown also supports the major sound boards. 


Start the Countdown ...and live the ultimate 
interactive movie. 


You've Been 
Framed! 

Agent Frank McBain is deacL.but 
why did they pin it on you? You've 
just 96 hours to find out...crack an 
international spy ring...and prevent 
an INTERNATIONAL DISASTER. 

Y ou're American agent Mason Powers 

and you've just intercepted an ultra k 
secret message about an international v 

terrorist group. Just as you're 
about to brief CIA Section Chief, \ MOTION 

Frank McBain, everything goes , „i v .Yl * , 

black...and you wake up in a GRAPHICS 

remote prison hospital in < Interactive Movie of 

Turkey with* no memory of / Espionage and 

what happened and charged with / i , ■ 
the murder of Frank McBain! ‘—1 ln t ri gU e 

Who set you up? Who is trying to / 

kill you? And why do you feel such intense \ 
urgency! The Countdown has begun...and 
you'd better find the answers fast. 

If you break out of the hospital you'll set 
out on an interactive adventure of intrigue and 
espionage taking you from Istanbul to 
■ Paris., .with both agents and terrorists in hot 
pursuit. Interview different characters which 
converse, animate and respond (some 
actually talk!)...use your hand held computer 
to search for key evidence...gain valuable 
clues in realistic Motion Graphics flashbacks! 

But can you complete your mission in 
-time to avoid global disaster! 

Motion Graphics* 

Countdown is brought to you by Access 
Software...the same madmen who brought you 
Mean Streets. You'll experience movie-quality 
Motion Graphics action...with 256-color 
screens that bring new meaning to VGA. Add 
RealSound ™ high-quality digitized sound 
effects and you've got an interactive movie 
that will involve you totally...mind, body and 


1 - 800 - 824-2549 


ACCESS 


7 SOFTWARE INCORPORATE 
545 West 500 South, Bountiful, Utah 84010 
801-298-9077 FAX 801-298-9160 
Circle Reader Service # 47 


ORDER FORM 

1 ] YES! 1 want to clear my name and prevent a Global Disaster... with the breathtaking 

| reality of Motion Graphics 256-color graphics and digitized sound effects. Please rush me 

1 my copy of Countdown. Satisfaction Guaranteed. 



1 □ Charge this order to my: 


1 □ VISA □ MasterCard □ American Express 

city_' , yk - y- ... : 

■ F.xnires 


(all orders must be signed) 

545 West 500 South, Suite 130, Bountiful, UT 84010 






















Taking a 



















Advanced 

Dungeonsf|pragons 


F eel the raw power of the mighty dragon 
surging beneath you as the wind beats 
against your face. Your hand trembles, not 
hum the heft of your dragonlance, but from 
anticipation of the battle that is to come. The 
air screams with the fury of enemy dragons 
and creatures — even flying citadels! 

This is DraqonStrike, where the deadly 
skies above the AD&D DRAGONLANCE® 
game world of Krynn explode before your 


Leam to fly dragons and master over 20 
different missions. Receive magic items 
along the way—you're going to need them! 
Dragon fangs, talons and deadly breath 
weapons are just a few of the dangers you'll 
face in the fierce heat of dragon combat! 

To the skies brave knight — and victory! 


STRATEGIC SIMULATIONS. INC. 


DragonStrike 

The FIRST-EVER dragon 








No Soft Soap About New And 
Improved Computer Games 













Maxis I hanks everyone who made us number one 

From The Software Publishers Association 

*Best Entertainment Program of the Year -1989 Computer Gaming World - Compute! Magazine - Editor’s Choice 

*Best Simulation of the Year - 1989 Game of the Year 1989 Best Simulation 

'Critic's Choice - Best Consumer Game Plater’s - PC Game of the Year 1989 AmigaAnnual(Australia)- 

Program of the Year - 1989 MacUser Magazine - Editor’s Choice Award - Game of the Year 

'Best Curricular Program of the Year - 1989 Best Recreation Program - 1989 


MAXIS • 1042 Country Club Drive Suite C, 

Moraga, ( 

JA 94556 • 415 376-6434 

TO ORDER, CONTACT 

CGW690 

YOUR LOCAL DEALER OR CJ 

ILL 1-800 

222-4229 extension #35 

||p Grcle Reader Service # 48 
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Launches You Into The ■ Wf If 

Ultimate Deepspace Dogfight! ^ ^L/ if 

• Starships so real you’ll duck when they pass! If ^ 

• Intense starfighter action pushes you to the limit! 

■ Earth-shattering stereo sound surrounds you with realism! 

• Dynamic shipboard scenes prepare you for the battle ahead! 

• Your skilled wingman is ready to pull your bacon out of the fire! 

• Cinematic launch and docking sequences hurl you into the action! 


commdnDi^ 


'ORIGIN 


Available in retail stores or call: 1 - 800 - 999-4939 for Visa/Mastercard orders. 

For MS-DOS w/ 640K; 256-color-VGA,EGA or Tandy graphics; AdLib & Roland sound; mouse, joystick 











Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity. 
Please visit us at www.retromags.com 


No profit is made from these scans, nor do we offer anything 
available from the Publishers themselves. 


If you come across anyone selling releases from 
te, please do not support them and do let us know. 




